Purpose] To conduct preliminary research on the effect virtual reality (VR) gaming using bio-sensing has on the motor function of the elderly. [Subjects and Methods] Twenty-three elderly persons played VR games more than twice a week for 4 weeks. Pre-and post-intervention performances of the 10-m walking time (10 mWT), the timed up-and-go test (TUG), and the 5-step test (5ST), as well as functions measured by the games, average reaction speed and game success rates, were compared. Exercise habits were also investigated using a questionnaire.

